




Traditionalist Gamers and the Key to Inclusivity 
by Gabby Kaatz 
 
Abstract 
It is no secret that bigotry and harassment are rampant in video gaming spaces. Some               
prominent instigators of this abuse are traditionalist gamers: gamers who fear diversity and             
inclusivity will eradicate the masculine-coded games they love. This research project will            
explore who these gamers are, why they are opposed to diversity and inclusivity in games, and                
what social justice advocates can do to help this group embrace social change. The way video                
games are looked down upon by hegemonic masculinity can be very isolating for cishet male               
gamers, to whom gaming is a safe haven. Any perceived threat to this safe haven, such as the                  
introduction of marginalized voices to gaming spaces, produces a visceral aggressive response            
born of gamers’ collective trauma from a history of video games being accused as the root of                 
violence and blasphemy. Transforming the gaming community into one homogenous inclusive           
space is therefore seen as a threat to traditionalist gamers. If we wish to be genuinely inclusive in                  
restructuring the gaming community, we must consider the needs of traditionalist gamers and             
understand where they come from; the gaming community cannot be a space for everyone if it is                 
not also a space for them.  
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Narrative 
It is no secret that harassment and bigotry in video games exist. Such hostility is 
frequently targeted at those who are perceived as outsiders, especially members of marginalized 
groups (Fox and Wai Yen 1291). One group that has a expansive past of harassing marginalized 
groups is a demographic comprised mostly of cisgender (cishet) heterosexual men that can be 
referred to as “traditionalist gamers.” The origin of this aggression goes deep, however, born of 
being treated as inferior by hegemonic masculine culture, deep attachment to video games as a 
coping mechanism, and collective trauma from a history of games being under attack by the 
outside world. There is much more to traditionalist gamers than meets the eye, and I wish to 
understand them more. In this project, I will research what traditional gamers value most about 
video games and what they wish to preserve about them, and I will research strategies for 
making gaming inclusive for both marginalized gamers and traditionalist gamers. 
Traditionalist gamers frequently enter the public consciousness through their attacks 
against “non-traditional” content they perceive as a threat to “traditional” games. Two examples 
of these attacks are the negative online response to ​The Last of Us Part II​ and the 2014 
conspiracy called #GamerGate.  
When ​The Last of Us Part II​ was released on June 19, 2020, it was immediately met with 
hostility from traditionalist gamers. The game received tens of thousands of negative user 
reviews almost immediately after its release. The majority of these negative views revolved 
around a beloved cishet white male character being killed off early in the game and the game 
supposedly pushing an “SJW agenda” by centering marginalized characters (Tassi). 
Traditionalist gamers also targeted the character Abby Anderson and her voice actor, Laura 
Bailey. Abby became the target of body shaming for having a muscular build, and hatred 
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towards her escalated when it was revealed she was responsible for the cishet white male 
character’s death. Hostility towards Abby leaked over into the real world, and Laura Bailey 
received several death threats (Coles). 
A more extensive attack on “non-traditional” gaming occurred during #GamerGate, a 
2014 conspiracy theory that directly targeted marginalized members of the gaming industry, 
especially feminist scholars and journalists. Friendships between marginalized members of the 
gaming community came under fire as “evidence” of a conspiracy in which marginalized people 
were receiving special favors to help their games and content succeed and eventually replace 
“traditional” games altogether. Marginalized gamers and those connected to them became the 
targets of harassment, doxxing, rape threats, and death threats (Chess and Adrienne). 
To understand why traditionalist gamers would act in this way, one must understand 
where they are coming from—starting from their relationship to masculinity. 
Gamers fall into the sphere of technomasculinity, or the association between masculinity 
and the skills and knowledge required to use computers (Johnson 581). Hegemonic masculinity 
and technomasculity, however, have a complex relationship. While the specialized knowledge 
associated with technomasculinity is respected as masculine, sitting in front of a computer all 
day is seen as emasculating (Newman and John 382). Men who exist in the midst of this conflict 
often put hegemonic masculinity on a pedestal to try to make themselves seem more masculine 
and regain some social standing.  
The feelings of subordination cishet male gamers feel due to the pressures of hegemonic 
masculinity could be one reason why they turn to games. Games offer gamers the chance to 
experience something that the real world cannot provide (“Video Game in Culture” 170). 
YouTuber Sargon of Akkad, a prominent advocate and figurehead for #GamerGate, claimed that 
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video games were the closest thing he had to his ideal universe. In his eyes, the outside world 
rejected him for his hobby, but his fellow cishet male gamers were always there for him (Sargon 
of Akkad). Video games are clearly a sort of safe haven for traditionalist gamers, so it would 
make sense that they would not tolerate people trying to take games away from them. 
The problem with the idea that there is some outside force trying to “take games away” 
from traditionalist gamers is that this force does not actually exist. Those who advocate for 
inclusivity in the gaming industry have no intention of destroying “traditional” gaming culture; 
they just want to make room for a more diverse group of gamers (Chess and Adrienne 217). 
Why, then, are marginalized people seen as such a threat to traditionalist gamers? 
Katherine Cross believes traditionalist gamers’ visceral aggression towards forces that 
seem to threaten their safe haven is the result of collective trauma (Cross 180). When video 
games were brand new in the 70s and 80s, they were accused of being the cause of mass 
shootings, suicides, Satanism, and more. Members of the general public wished to ban games 
entirely. The pressure of one’s safe haven being under attack left a lot of gamers with a sort of 
collective trauma. Now, anything that seems to challenge “traditional” games activates that 
post-traumatic response and is perceived as a threat. As marginalized people are seen as 
outsiders in the gaming community, their presence alone can activate the terror dream and be met 
with visceral aggression (Cross 181).  
While the bigoted actions of many traditionalist gamers are inexcusable, there is clearly 
much more going on below the surface. In spite of their differences, traditionalist gamers care 
about games just as much as any person who wishes to make the community more accepting and 
inclusive. The current goal of those who wish to diversity the gaming industry is to create one 
enormous space for everyone to occupy regardless of their differences. The problem with this 
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goal, however, is that communities are inherently exclusive; no matter what, someone will feel 
left behind (Shaw 159).  
Traditionalist gamers feel left behind. They are afraid of gaming transforming into one 
uniform space because they do not want to lose their personal connection to their safe haven of 
video games. Even though they have done little to respect those trying to make the gaming 
community more inclusive, it would be unfair to traditionalist gamers if the “inclusive” future of 
video games ​excluded​ them. Instead of striving towards turning the gaming community into a 
single, uniform space, we should be striving towards “providing space of multiple communities 
to coexist” (Shaw 159). We must strive to understand and empathize with traditionalist gamers in 
order to make this genuinely inclusive future a reality. 
For this research project, I will immerse myself in online spaces where traditionalist 
gamers congregate (e.g. online forums, social media) and observe what traditionalist gamers 
value most about video games, how marginalized voices entering the gaming sphere has 
personally affected them, what their ideal future of video games would look like, and how open 
they are to a gaming community that is inclusive but understanding of their needs. As I am a 
queer womxn, entering these spaces as myself will very likely activate the terror dream and make 
it difficult to gather the honest thoughts of traditionalist gamers. Therefore, I will mask my 
identity and remain a passive observer within these spaces. I recognize that this brings up ethical 
questions with privacy and the use of human subjects, and I am fully willing to accommodate 
this research to adhere to IRB regulations and guidelines.  
In addition to studying traditionalist gamers in online spaces, I will research potential 
approaches to making the gaming community more inclusive without excluding traditionalist or 
marginalized gamers. I will dive deeper into the work of academics who were targeted in 
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#GamerGate for their research into diversity and inclusion in games. From their research, I will 
gather insight into what approaches to increasing inclusivity were effective and which were 
ineffective and eventually formulate a list of strategies to effectively diversify gaming without 
ostracizing any gaming sub-communities in the process. 
From this project, I expect to produce a research paper containing insight into what 
traditionalist gamers want the future of gaming to look like and strategies to make the gaming 
community more diverse and inclusive while taking into consideration the desires of 
marginalized groups ​and​ traditionalist gamers.  
While traditionalist gamers are known for their hostility towards marginalized groups and 
anything in gaming that they perceive as “non-traditional,” there is much more going on beneath 
the surface. Traditionalist gamers have a relationship with hegemonic masculinity that makes 
them feel inferior, they turn to video games as a way to cope with this feeling of inferiority, and 
their fear of non-traditional content is born of a collective trauma from games once being under 
attack by the public. Traditionalist gamers, despite their resistance to change, deserve to be 
considered in the conversation about increasing inclusivity in gaming. In this project, I will 
research what traditionalist gamers value most about games and wish to keep untouched by 
social change as well as research strategies that can be adopted to restructure the gaming 
community into a more inclusive space that does not leave any marginalized gamers or 
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$3,000 stipend to compensate for time spent researching 
- Time Spent in Research: 2 months (8 weeks) 
- 15 hours per week: 5 days per week (Mon–Fri), 3 hours each 
- Mondays, Wednesdays, Fridays — Traditionalist gamer research 
- Observing activity on online platforms (both current day and historical), 
recording observations, conducting supplemental research to contextualize 
any sentiments I am unfamiliar with 
- Tuesdays, Thursdays — Approaches to inclusivity in gaming 
- Researching the works of scholars targeted in #GamerGate, noting 
proposed approaches to inclusivity and diversity and conducting additional 
research about effectiveness, comparing proposed approaches to 
real-world examples of approaches in practice, modeling the most 
effective strategies and how best to implement them 
- Hourly Rate: $25 
- Cost breakdown: $25 per hour, $375 per week, $3,000 for 8 weeks 
- Justification: As a queer womxn, reading through forums and online posts filled 
with sexist, homophobic, transphobic, and bigoted comments will be emotionally 
taxing and worth adequate compensation for that emotional labor. 
